Revising language fluency: a homebrew 


Language Points system 


One thing that's always bugged me about 5e is that when players have access to a language, that 
means that they are fully fluent in that language, which is just simply not how it works. | usually 
don't strive to make the game more "realistic" - it's a fantasy game for pete's sake -- but I've been 
rying to think of a way to tweak the system of knowing a language just a bit. What I've currently 
landed on (inspired by DC20) is a "language points” system; | didn't want to make it complicated, 
but | wanted to add the option for players to be able to choose whether they wanted to know a 


few languages really well or multiple languages at a basic level. Let me know your thoughts! 


Players gain fluent access to their race-granted languages. Players get a number of Language 
Points equal to their INT modifier (min. 0). Backgrounds don't grant language fluency; instead, 
Where it says "X of your choice,” you get a number of Language Points equal to X. So, for 
example, a half-elf with INT 16 and the Acolyte background has fluency in Common, Elvish, and 
one language of their choice. Additionally, they have 5 Language Points (3 from their INT mod, 2 


from Acolyte). 


Now, here's where Language Points come into play. A character's language mastery can be either 
fluent or basic. Fluent understanding means they can read, write, speak, and understand the 
language. Basic understanding means they can read and write the language, but they can only 
understand snippets of spoken language and can speak with a very broken cadence and heavy 
accent. Players can spend their available Language Points to gain basic (1pt) or fluent (2pts) 
understanding of a language of their choice. So, our half-elven acolyte can potentially learn to 
read and write up to five languages, or they can attain fluency in two and basic understanding in 


a third. 


My one concern is that it nerfs the background-granted languages, but | think INT-granted 


Language Points balances that out. | always thought it was silly of WotC to remove INT affecting 


languages known. Plus, for most of the backgrounds that grant languages (at least in PHB), it 


made a bit more sense to me that the default for characters with those backgrounds would be to 
basic understanding, not complete fluency. | had considered maybe splitting Basic into Basic 
(Spoken) and Basic (Written), where Basic (Spoken) means you can hold a conversation with 
ease but can barely read / write, and Basic (Written) is as described above, but | wasn't sure 
Whether that would be too much. Also, | have been toying with how a player might learn 
additional languages or "upgrade" their understanding from basic to fluent over time, but | haven't 


come up with anything | like yet. 


Let me know your thoughts! 


